Random Encounters 4 - The Seven Kingdoms 

Roll dlOO. If the number rolled is between 1 and 80, consult the first General table; if it is 81-100, consult the 
specific table for whichever kingdom you are in. 


46 

A Rahastran Cantrip-Merchant inhabits a giant Rock 
Urchin home, selling reagents and minor spells. 

47-48 

Caravan of Id6x5 Ispasian, Zandir and Kasmir 
merchants stranded in trees during a flash flood, in 
waters swarming with brass chang. 

49-50 

Swarm of 4d6 Root Grubs feeds on anything plant¬ 
like that the PCs own and may bite them too. 

51-52 

2d6 Satada hidden in trees simultaneously fire their 
capture-bows, each tipped with soporifics. 

53-54 

Id6 River Skalanx harass the party as it crosses a 
small stream. They can be bought off with meat. 

55 

Sorceror Tree transforms into a Mang who claims 
others of its kind have been maliciously mortified. 
The deranged thing attacks obvious wizards. 

56-60 

Cymrillian Wizard studying some magical thing: 1) 
Dolmen 2) Rare Plant 3) Crystal Arch 4) Cave 
Paintings 5) Tomb 6) Extraplanar trapped in Amber. 

61 

An evil Cymrillian dimensionalist seeking monster 
pets releases his pack of ld4 Malavrax on the party. 

62-63 

A giant Manrak nest holds ld20 of the monsters, 
but only ld6 are outside and aware. The rest are 
eating some Sindarans inside. 

64-65 

A horrific Yaksha stuck full of spears and a magic 
axe roars and attacks! Perhaps it can be soothed...? 

66-67 

Id8 copper-furred Werebeasts growl and charge! 

Each bears the marks of an ancient Dhuna witch. 

68 

Six feather dractyls have escaped from a travelling 
circus but are incapable of surviving in the wild. 

69-70 

2d6 rogue Thralls have taken over and rebuilt a 
Viridia tower fort, and now demand a toll. 

71 

A group of bored Hadjin on a flying barge throw 
small trinkets down on the PCs. Ow, that 
hurts...but it's valuable? See random things table. 

72-73 

Aeriad greenhouse full of exotic plants protected by 
ld6 summoned Sub-Elementals (levels 8-12). 

74-76 

Id6 bored Thralls guard a small bridge; will happily 
run off to fight any monsters if told of their location. 

77-78 

A team of ld6 Sindaran and Yassan technomancers 
with 2d6 Monad servitors is collecting air, soil and 
plant samples for later analysis at the Great 
Laboratorium in Nankar. Protected by ld8 Thralls. 

79-80 

A weak magical storm has drifted from the 
Wilderlands. Roll on Aberrant Weather table but 
half all damaging effects and duration. 


SEVEN KINGDOMS GENERAL 

01 

A rare Preen is encircled by 2d6 Chasm Vipers. Save 
it and you can name your price for the bird. 

02-03 

4 Batranc join wings and swirl down to attack in a 
tactical ring formation, disorienting any defenders. 

04-05 

Behemoth herd, 4d6, looking for tasty greens. 

06 

Massive stream of hundreds of Caravan Bugs 
travelling to Cymril to petition the Wizard-King for 
a home in the Jaspar Mountains. 

07-08 

2dl0 Durge chewing on valuable harp wood trees. 

09 

A grove of scintillating rainbow Prism Plants 
conceals a deadfall with an Urthrax at the bottom. 

10 

Id4 Erx are rolling around trying to find some tasty 
Cymrillians or other mages to suck dry. 

11-15 

Id6 Green Aeriad farmers with a herd of 2d 10 erd 
and 2dl0 clipped giant water bugs. 

16-17 

2d4 Filches, under cover of darkness, try to steal 
any pets or mounts owned by the party. 

18-20 

Exomorph pack of ld4 hunters, will follow the 
party for ld6 hours to determine weaknesses. 

21-22 

Greymane herd, 4d6, looking for a missing mare 
with a crimson-dyed mane. 

23 

Land Kra erupts from a farmhouse, scattering durge, 
erd and Cymrillian farmers left, right and center; 
gotta catch them all before impact! 

24-26 

Id6 Mangonel Lizards resting in a Span-Oak forest, 
aggressive because they’re protecting ld4 young. 

27-28 

Id4 Malathropes hatching a plot to sacrifice a 
humanoid to Aberon to summon a Night Demon. 

29-30 

2d 10 Mandragores snuffling around in the dark, 
looking for small creatures to suffocate. Will avoid 
large light sources and fire. 

31-33 

Merchant caravan of 3d6 Djaffir carrying red steel 
from Dracarta and spinifax from Tamaranth. 

34-35 

Clump of ld8 Needleleaf plants concealed amidst a 
copse of Blue Lantern Plants. 

36-37 

A pair of Omnivraxes relaxing after mating; in a 
good mood, only a 70% chance of them attacking. 

38-40 

Land Lizard herd munching on a field of rampant. 

41-42 

Id4 Plant Demons polluting a shrine to the Four 
Elementals; putting some of each element on the 
shrine dispels the demons permanently. 

43-45 

Silvermane herd, 4d6, panicked about a Jaka hunter 
kidnapping them one-by-one over the last week. 
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96 

An enraged Wind Demon (Depredator) swoops down 
and tries to snatch away a magic item from the group 
that it believes was stolen from it. 

97 

Id6xl0 Aamanian pilgrims being scourged for 
insufficient piety by ld6 warrior-priests. 

98 

Summoned dimensional creature recently killed and 
ate its wizard summoner (roll on Supernatural table 
or use: Skathe, Morbeast, Phasm) 

99 

ld6 Cymrillian apprentices scouring the land for 
magical reagents and components. Willing to buy. 

00 

A member of the Lyceum Arcanum accidentally 
teleports amidst the party and demands to be 
escorted back to his lab in Cymril. 


ASTAR 

81-82 

2d6 Water Whisps frolicking in a pond, unaware of 
the exomorph sneaking up on them. 

83-84 

A “patrol” of ldlO Muses, 2d6 wood whisps and 
ldlO nymphs cavorting wildly in a forest of silver 
deodar trees. Will demand the PCs “have fun”. 

85-86 

A Dryad Bush Botanomancer demands the PCs give 
up their wooden/leather/plant items and pay 
recompense for “stealing” them from the forest. 

87-88 

Caravan of 2d 10 Dracartans hauling solid water 
from Astar, protected by two tired Thaumaturges. 

89-90 

Id6 young Cymrillian mages trying to find some 
female Muses for a night of seduction. 

91-92 

A miniature T’wlik man on a flying iron dragonfly 
offers to exchange rumours for a spoonfull of salt. 

93-94 

3d6 Wood Whisps cast lesser spells as pranks, such 
as Slow Speech, Breakfingers and Mudpants. 

95-96 

Prophet Tree with succulent, ripening red fruit that 
bestows visions of the next 24 hours of powerful 
people within the Seven Kingdoms. 

97-98 

Cult of Cymrillian pacifists following the teachings 
of an enlightened level 20 Wood Whisp theosophist. 

99-00 

Dark Muse - swollen with evil energies by a 

Malum, attacks all magicians and drains them (as 
per Muse but 2x attributes, Attack Mode +12) 


DURNE 

81-82 

2d8 Stryx warriors + ld4 Necromancers fly across the 
PCs’ path, holding a tied Gnomekin Crystalomancer. 

83 

2 Ur with 4d6 Darklings pillaging a caravan on fire, 
many Djaffir/Dracartan dead/dying scattered around. 

84 

2d6 blind Rock Ravengers eating a massive clump of 
purple-frond fungus which has medicinal properties. 

85-86 

A stone node erupts from the ground; 3d6 
Subterranoids burst from it and attack! 

87-88 

2d6 Chasm Vipers slink through the crevasses of the 
narrow path the PCs are taking, looking for warmth. 

89-90 

Id4 + 1 hungry Geophages erupt from the Earth and 
try to eat any delicious minerals the PCs are carrying. 

91 

Id8 Satada torturers are eating a dinner of Thrall and 
Gnomekin on a huge Withergall stump. 

92-94 

A patrol of ld6 + 2 Gnomekin pikemen with a 
Crystalomancer are checking the area for enemies. 

95 

8 Ur Shamans controlling a giant Ur Idol Golem that 
is trying to smash into a Gnomekin under-town. 

96 

Id4 Earth Demons have cracked open a huge 
amethyst geoid and are eating the crystals inside. 

97-98 

2dl0 Rampaging Pygmy Ogronts (3’ tall) crush some 
vegetation in their path (1 dmg only). Cute. 

99-00 

A pack of 2d6 Timber Beasts has caught the scent of 
the party’s blood and won’t stop until it has dined. 


CYMRIL 

81-82 

2d8 Tanasian Bandits swoop in on a stolen windskiff 
and demand your gold lumens or a sworn written 
statement of support for their cause. 

83-84 

A Pharesian Peddler will sell elixirs and minor 
charms at a discount in exchange for getting rid of a 
skank that has attached itself to his backside. 

85-86 

Id8 Tanasian Scoundrels attempt to convince the PCs 
to aid them in “rebelling” against a patrol of 
Cymrillian investigators in the nearest town. 

87 

A sly Rahastran attempts to swindle the PCs by using 
an Archaen Spell of Misplacement to randomly pilfer 
their valuables while trading with them. 

88-91 

A Cymrillian Disinstigator, 2d4 Thrall axemen and 
ld6 Blue Aeriad crossbowmen patrols the area 
looking for miscreants and insurrectionists. 

92-93 

Pharesian Charlatan with ld6 Sarista Mountebanks 
attempt to fleece the party through intimidation, 
bluffs and sly magics. Will flee if harmed. 

94 

Two powerful Zandir swordmage duellists fighting in 
a glade of thornwood bushes; will try to push the 

PCs into the thorns and then rob them. 

95 

Cursed Dhuna Warlock transformed into a ravenous 
Werebeast, can only communicate in sign language 
every other round. 


KASMIR 

81 

2d6 Za Smugglers on foot carrying contraband to a 
corrupt Kasmir Moneylender in Kasir. Avoid fights. 

82-84 

3d6 Beastmen Reavers riding darkmanes looking for 
easy prey and females to carry off. 

85-86 

Id6 Opteryx flying high overhead, scanning the 
ground for prey and tailed by ld4 Azoryl scavs. 

87-88 

1 magically-enlarged Chasm Viper (lOx the size) 
tries to swallow an unarmored PC. 
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89 

ld4 Drought Demons are picking the gold lumens 
from the bodies of several dead Kasmiran merchants. 

90 

2d6 dying but still luminescent Aeroplasms descend 
towards the party, attracted by their exhalations. 

91-95 

1 very bureaucratic Kasmir Overseer with 2d6 

Thralls of the Grand Army asks for papers, please. 

96 

The Incarnadine Circus Troupe of Bodorians & 

Sarista with exotic animals and mutants on display 
(monoryx, dractyls, aberrations and a mondre khan). 

97-98 

A noxious Kasmir Trapmage is testing his newest 
inventions on passing travellers and watches the 
results from 300’ feet away using a telescope. 

99-00 

Zandir, Djaffir and Yassan caravan stranded in a 
wadi, most of their land lizards dead of some 
horrible plague. Can the rest be cured with magic? 


91-92 

2d4 + 2 huge Iron Dragonflies decide to make the 

PCs the next meal for their bulging egg sacs. 

93-94 

Id4 Mantrap Plants tempt the PCs with delicious 
smells of fine roasted viands and sweetmeats. 

95-96 

Spider Dendrons conceal a burbling magical 
maelstrom filled with ld6 gold-skinned Skalanx. 

97-98 

Id4 Whip weed trees concealed amidst a stand of 
giant horsetails and ld6 Flits. 

99 

A group of ldlO Gray Whisps maliciously throw 

River Chang at the party from 50’ above. 

00 

2d4 rare ivory-coated Machakka are superbly 
concealed in a stand of ancient Whitewood. 


VARDUNE 

81-82 

Thousands of Tazian Flies make it impossible to rest, 
sleep or drink anything sweet/alcoholic. 

83-84 

An intemperate Mang hurls level 12 bolts of green 
psychic energy at anyone who enters his grove. 

85-87 

A patrol of ld6 + 2 agitated Blue Aeriad warriors 
interrogate the PCs about their reason for being here. 

88 

A Green Aeriad Aeromancer with a flock of 2d4xl0 
trained blue, red and green Avir which display 
patterns and pictures in formation. Sells herbs. 

89 

A Phantasian adventurer is attempting to put a 
Monarch Plant to sleep using dream powders, to 
bring back to Cabal Magicus, but it’s winning. 

90 

A Soul Tree with 2d6 Thaecian Orbs hanging on 
silver chains, each filled with cursed spells. A 
Tanasian Magus is scrying to see what happens. 

91-92 

PCs enter the 1-league-wide territory of a platoon of 
3dl0 Sniper Bugs and are harassed by guerrilla 
tactics until they leave. 

93-94 

A rotting Mantrap is home to 2d6 Morde who are 
immune to its scent. 

95-96 

4d4 Yellow Ikshada lurk beneath the shady bowers 
of some Parasol Trees. 

97-98 

Id4 Muses drunk on Polyp Plant nectar, about to be 
eaten by a wandering exomorph. 

99-00 

Colony of 3d4 Scythes are clearing a copse of very 
valuable Incense Trees and eating their sap. 


SINDAR 

81-82 

3d6 Beastmen returning from a raid laden with gold, 
trade goods and slaves. Will flee towards Zaran. 

83-84 

A Sindaran Effectuator with a Callidian assistant is 
investigating the murders of lone travellers. 

85-86 

A swarm of ld6 Opteryx are tearing apart an ogront 
carcass, keeping 1 eye out for competition. 

87-88 

2d6 Chasm Vipers peer out from holes in the nearest 
mesa. The holes are stuffed with spangalor cloth. 

89-90 

Id3 + 1 Sand Demons disguised as a broken-down 
Kasmir caravan (an illusion, of course) but they do 
in fact have the remains of last month’s caravan. 

91-92 

2d6 Satada: Vi have been crushed by a recent 
rockfall, the others hiss but might accept aid. Help or 
kill these horrid lizardoids? Will they reward you? 

93 

Id4 Kang Trackers on the trail of an escaped Vajra 
bearing news to Nankar about a rebellion in Karang. 

94 

A smart Tsarlak has camouflaged itself in a sand pit 
and uses a shiny magic shield as bait to lure in prey. 

95-98 

Patrol of 2d6 Sindaran Crossbowmen with ld4 Thrall 
Pikemen hunting for Beastmen and Za raiders. 

99-00 

A wealthy Sindaran with retinue searching for his 
favorite objects (roll on Collectibles table). 


TAZ 

81-82 

ld4 pairs of Winged Apes (Sivians) glide from the 
trees looking for fresh meat. 

83-84 

2 Swamp Lurkers pretending to be islands in the 
swamp tag-team the PCs with alternating attacks. 

85-86 

A patrol of 3d6 Thrall swordsmen (half wounded) 
fighting a titanic Swamp Demon (Level 18). 

87-88 

Dozens of mated Tazian Flies try to lay eggs in the 
PC’s wounds or sweaty body parts. 

89-90 

3d6 hungry Alatus rush towards your juicy veins. 
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